NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


NINTENDO CUSTOMER SERVICE 
WWW.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 


Nintendo of America Inc. 


P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 
www.nintendo.com PRINTED IN JAPAN 


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE 
YOU OR YOUR CHILD PLAY VIDEO GAMES 


Asli Seizures 


Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 


* Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult 
a doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms: 
Convulsions 
Altered vision 


Loss of awareness 
Disorientation 


Eye or muscle twitching 
Involuntary movements 


To reduce the likelinood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Playin a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AWWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions to 
avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 
* Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 
. Take a 10 to 15 minute break every hour, even if you don't think you need it. 
» If your hands, wrists or arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 
» If you continue to have sore hands, wrists or arms or eyes during or after play, stop 
playing and see a doctor. 


AWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 

* Donot mix used and new batteries (replace all batteries at the same time). 

* Donot mix alkaline and carbon Zinc batteries. 

* Donot mix different brands of batteries. 

* Donot use nickel cadmium batteries. 

* Donot leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

* Donot leave batteries in the Game Boy or accessory for long periods of non-use. 

* Donot leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 

* Donot recharge the batteries. 

* Donot put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

* Do not dispose of batteries in a fire. 


THIS GAME PAK WILL WORK ONLY WITH THE 
The official seal is your assurance GAME BOY® ADVANCE VIDEO GAME SYSTEM. 


that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 


accessories, games Official 
and related 
products. 


Nintendo does not license the sale or use of products 
without the Official Nintendo Seal 


NEED HELP PLAYING A GAME? 


Nintendo's game pages, at www.nintendo.com/games, feature 
walkthroughs, frequently-asked questions, and codes for many of our 
games. If your answer isn't there, check out our forums where you can 
exchange tips with other gam rs online. 
EVERYONE For more information about our forums, visit 
www.nintendo.com/community. 


If you prefer to use your phone, recorded tips for some of our hottest games 
are available on our Power Line at (425) 885-7529. This may be a long- 
distance call, so please ask permission from whoever pays the phone bill. 


CONTENT RATED BY 
ESRB 


© 2004 NINTENDO. DEVELOPED BY NINTENDO SOFTWARE TECHNOLOGY CORPORATION. TM, ® AND GAME BOY ADVANCE 
ARE TRADEMARKS OF NINTENDO. ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME, SCENARIO, MUSIC AND PROGRAM, 
RESERVED BY NINTENDO. © 2004 NINTENDO. ALL RIGHTS RESERVED. 
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It looks like Donkey Kong is up to his old tricks again! Now it’s up to you to 
help Mario recover his 
stolen trinkets and give 
Donkey Kong a good 
talking-to for not pre- 
In fact, these toys are so popular that stores can’t even keep them in stock. Donkey ordering! 

Kong just loves these new toys, but when he showed up at the store, they were all gone! 


Over in the Mushroom Kingdom, Mario has become so famous that he’s started his own 
toy company. His new Mini-Mario action figures are all the rage, and this cute lil wind- 
up toy is just flying off the shelves. 


Donkey Kong's not famous for his patience, and he wasnt about to wait for the next 
shipment, so he just went straight to the factory and started grabbing all the new Mini- 
Marios for himself. Mario arrived just in time to see Donkey Kong 
run off with all his inventory! 
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Press the A Button and W simultaneously. 
e Mario can walk on his hands if you press «€ or > 
e Mario can deflect some falling objects with his feet 


HANDSTANDNUMP 
Press the A Button while 
performing a handstand for a 
high jump. 
DOUBLENUMP 

After performing a Handstand 


jump, press the A Button just 
as Mario lands to jump even 
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e While running in one direction, press the opposite 
direction and the A Button at the same time 

THROWINGOBJECTSIUP 

e Pressa and the B Button at the same time to make 
Mario throw any object he is holding straight up. 

e Make Mario jump and then throw the object straight up if 
you want it to reach higher platforms. Z 

e While standing at the top or bottom of a ladder, you can throw a hammer straight 
up, climb the ladder, and then catch the hammer. This lets you use the hammer on 

e Pressa while Mario is holding on to a wire to make him spin. 

e Let go of the wire while Mario is spinning fast to help him reach great heights. 

e Remember, while jumping or falling, press A to grab onto the wire. 
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Ü a Insert your Mario vs. Donkey Kong Game Pak into 
your Game Boy Advance system and turn the power 
ON. When the title screen appears, press START. 


2. Once the Select Data screen appears, choose one of 
the three data files and press the A Button. 


$a After watching the opening cinema, you are now 
ready to start the first level. 


1? 


x05 Fee OO Leve n scone AGAAGA 


CONTINUINGASAVEDIGAME 
To continue a game you ve already begun, use the 
+Control Pad to choose the save file you want to play 
on the Select Data screen and press the A Button. The 
game will continue from the last level you completed. 


SELECT DATA 


ERASING |CAME|DATA 
To erase your saved game, use the +Control Pad to 
choose the Erase Game option and press the A Button 


ERASE 
SAVED DATA? 


on the Select Data screen. Choose the file you want to we ep ES) 
erase and press the A Button. When prompted, choose 
Yes and press the A Button to confirm that you want to 
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To enter the Options menu, use the +Control Pad to 


choose Options from the Select Data screen and then [eenen] 
press the A Button. 


From this screen, you can set the hardware on which 
you are playing the game: a Game Boy Advance 
system or a Game Boy Player. 


MVIEWMOVIES, 
From this screen, you can choose to watch any of the 
movies from the game. (This option appears once you 
finish the main game.) 
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AUBDIOCIOB TIONS: 
From this screen, you can set the music to play in 
mono using the Game Boy Advance speaker or Stereo 
(if you are using headphones). You can choose to listen 
to any the sound effects, voices, and music in the 
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MUSIC 
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By choosing this option, you will erase all your saved- 
game data. Be careful though: when you erase a file, 
it's gone forever, so think carefully before you erase! 
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When you start your game, the first thing you will see is the 
level-selection screen. 


If this is a new game, you will only be able to select the first 
level in world one. Every time you complete a level, you can 
move on to the next level or replay an earlier level. 

There are six worlds, and each world has six main levels. 
These levels are divided into two sections. 

In the first section, you must guide Mario to the key and 
carry the key back to the locked door. 


After unlocking the door, guide Mario through the second half 
of the level and rescue one of the Mini-Marios. 


The number of points you've earned. Unlock 
new features by earning high scores. 


TIMEMERT, 
The amount of 
time remaining. 
Every level has 
a time limit. 
Finish before it 
reaches zero, or 
you ll have to 
start over. 


The number 
of lives Mario 
has left. 
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BUAVIRG THE GAMER (CONTINUED) 
MINTMARICUEVEL 


Once you've rescued the six Mini-Marios in each of the main levels, you ll have to guide 
them to safety in a special Mini-Mario level. Your Mini-Marios will follow your every move as 
best they can, but you ll have to use the switches and platforms in order to guide them to 
the safety of the toy box. You'll need to guide them to collect the letters T, O, and Y before 
you can put them away, though! 


You start with six Mini-Marios. You 
can still finish a level with only one 
left, but try not to lose any of the 


You ll have to collect all three letters 
with your Mini-Marios. 


There's one hitch, though: Mini-Marios can't climb ladders or perform any of Mario's 
advanced jumps, so it's CTEM up to you to find the safest path for your tiny toys. 


It's up to you to guide 
your Mini-Marios to the 
safety of this toy box. 


n M 
(CONTINUED) 


Donkey Kong awaits you at the end of each 
world. You ll have to fight him one on one to 
win back all of your Mini-Mario toys. 


These are your health points. These are Donkey Kong's health 
You can have a maximum of points. Hit him four times to defeat 


For each Mini-Mario you rescue in that world’s 
Mini-Mario level, you get an extra health point 
for your fight with Donkey Kong. That means if 
you only rescue two Mini-Marios, you only get 
two health points to fight. You lose a health 
point every time you get hit. Donkey Kong 
always has four health points. You must hit him 
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OPENINGIBONUS LEVELS, EN 

(PLUSIEVERS)) Carry this key to the locked door to move on to the next level. 


Once you finish the six main worlds and defeat Donkey Kong, you r 
might think you're finished, but you're not. You Il unlock six new 
“Plus” worlds, each with six new levels. 


IHRE ROMGS 


MINTEMARIC 
This is one of the Mini-Marios you must rescue. Pick up the crystal 
These levels are even trickier, as you must find the Mini-Mario with ball to set it free. 


the key and lead it to the locked door. 


SWITCHES 
EXPERTUEVELS, There are red, yellow, and blue switches. Jumping on the switches 
Once you complete the six main worlds, you can open Expert Levels, Expert Levels will makes the platforms, ladders, and blocks of the same color become 
open by collecting stars. You receive a star for completing a level with all three presents | | Solid. For example, jumping on the yellow switch makes yellow 
and the high score. These levels are the toughest test of your gaming ability and platforms become solid and red and blue platforms 
isappear. 
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ELEVATORS/ANDIMOVINGIPLATEORMS: 


Change the direction of the elevators and moving platforms by 
jumping on a direction switch. 


Jump on these springs to reach high platforms and ledges. Springs 
can also help Mini-Marios jump up to higher platforms. 


WALLS 
CORVEVORICELTS, Hang from these wires and use Mario's spin technique to jump really 
ETT es hi h. 
Re g 
Crouch on these and ride them under low walls. They are also very = 
helpful in moving the key. GARBACEICANS, 


Pick these up and throw them at enemies. Use them as steps to jump 
up and reach higher platforms. 


Use the hammer to remove the enemies, even ones you cannot jump 
J | on. Just remember, they only last for a limited amount of time, so 

use them wisely. 
X F 


DIRECTIONS WITCHES 
When Mario jumps on these switches, all the conveyor belts and 
platforms in the level start moving in the opposite direction. 
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In each of the main levels there are three presents—a red one, a 
blue one, and a yellow one—scattered between the two halves of 
the level. Collect all three presents to earn a shot at getting 


BORUSIGAMES 

When you collect all three presents in a level, you get a chance to play one of two 
bonus games and maybe even win some extra lives. Three items are dropped into the 
presents: one Donkey Kong head and two power-ups. In one of the bonus games, press 
the A Button when the arrow is pointing at the present you want. In the other bonus 
game, help Mario switch the presents while Donkey Kong tries to smash them. 
Whichever present Donkey Kong doesn't crush is yours to keep! Which of the two 


In every Mini-Mario level, there are 
three letters that together spell out the 
word "TOY." Use the Mini-Marios to 
collect each letter before you finish the 
level. 


After you've collected all three letters, lead the Mini- 
Marios to the toy box. Once they have all jumped in, pick 
up the toy box to end the level. 


Many of Mario's old enemies have come together to 
stop Mario from collecting all his Mini-Mario toys, and 
some of them have brought new baddies along to help! 


SHIYGUNS 
You'll find these quys are wandering around many of the levels. Be 
careful: some of them carry weapons fo help them stop Mario. 
BOOS 

These mischievous ghosts just love messing with Mario. Watch out, or 
they'll try sneaking up on you when you aren't looking. 
SIRISHIOVALOT, 

These guys will push you into a wall if you let them. Make sure you 
jump once they push you through those narrow gaps. 


BOB-OMBS 
Be careful to leave plenty of space between Mario and these guys. 
When they explode, they blow up but good. You know, maybe that blast 
could help you open up some new paths... 
BOB-OMBIBLOCKS 
If you find these blocks, use a Bob-omb to blast your way through. 


RAMRAM 
You can hop on their backs, but just watch out for the horns. 


MONCHEE 


Grab their li'l monkey tails and ride across large gaps in style 
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IMPORTANT LEGAL INFORMATION: 


Copying of any video game for any Nintendo system is illegal and is strictly prohibited 
by domestic and international intellectual property laws. “Back-up” or “archival” copies 
are not authorized and are not necessary to protect your software. Violators will be 
prosecuted. 


This Nintendo game is not designed for use with any unauthorized copying device or 
any unlicensed accessory. Use of any such device will invalidate your Nintendo 
product warranty. Nintendo (and/or any Nintendo licensee or distributor) is not 
responsible for any damage or loss caused by the use of any such device. If use of 
such device causes your game to stop operating, disconnect the device carefully to 
avoid damage and resume normal game play. If your game ceases to operate and you 
have no device attached to it, please contact Nintendo Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by 
domestic and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 


WARRANTY AND SERVICE INFORMATION 


You may need only simple instructions to correct a problem with your product. Try our web site at www.nintendo.com or call our Consumer Assistance Hotline 
at 1-800-255-3700, rather than going to your retailer. Hours of operation are 6 am. to 7 p.m., Pacific Time, Monday - Sunday (times subject to change). If the problem 
cannot be solved with the troubleshooting information available on-line or over the telephone, you will be offered express factory service through Nintendo or referred to 
the nearest NINTENDO AUTHORIZED REPAIR CENTER. Please do not send any products to Nintendo without contacting us first. 


HARDWARE WARRANTY 
Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from defects in material and workmanship for twelve (12) 
months from the date of purchase. If a defect covered by this warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER 
will repair the defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if the date of purchase is registered at point 
of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the product was purchased within the last 12 months. 


GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (Games and accessories) shall be free from defects in material and workmanship for a period of three (3) 
months from the date of purchase. If a defect covered by this warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED 
REPAIR CENTER will repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo. com or call the Consumer Assistance Hotline at 1-800-255-3700 for troubleshooting information and/or referral to the nearest 
NINTENDO AUTHORIZED REPAIR CENTER. In some instances, it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR 
LOSS OR DAMAGE, to the nearest service location. Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 


THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT 
LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL 
PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY 
OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY 
LIMITED IN DURATION TOTHE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN NOEVENT SHALL NINTENDO BE 
LIABLE FOR CONSEQUENTIAL OR INCIDENT AL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES 
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SOTHE 
ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province to province 
Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, VVA 98073-0957 U.S.A. 


This warranty is only validin the United States and Canada. 


